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INTRODUCTION 

Games be an exciting supplement to a well-organised curricula plan that 
will enhance the learning process And create a positive image for any subject matter* 
Games should not replace time-tested traditional teaching methods but support then 
in their objectives of increasing learning* 

TYPES OF GAMES 

Gases are flexible but highly structured tools that require the use of formal 
paraphernalia. There are three broad categories of games, as treated in this text 
including; card games, board games and activity pats* 

Card games are the simplest type of games and are effective in introducing 
single terms, or a few related terms, or as a review of those terms* 3h# major ex- 
ception is the flash card which provides the learning or review of a vast number of* 
concepts in a abort period of time* Flash cards can be very valuable, but since they 
do emphasise rote learning need the backing of experience oriented activities. 
Card games tend to be shorter to pl^y length and may meed to be utilised more than 
once to maximize their effectiveness. 

Card games uwally focus in on individual terms or a mall group of related 
terms* There are three types of card games based upon their objectives: matching 
card games, point card games and indirect card games* 

Matching card games* like "Sucker" and "Resource Dominoes", involve matching 
terms with examples of the term or matching specified sets or categories of terms* 
Matching games are relatively easy to play and provide a basic review of a given 
concept or term* 

Point games, such as "Paperwork" and "Farming", are more complex* 33*e major 
goal of these games is to gain necessary points and become the winner* 'This often 
Involves a variety of different maneuvers. 

Cards may also be used indirectly as a tool or learning device to enrich the 
experiential learning of a group without the need for travel or extensive equipment 
aids. Unlike the other card gases, the indirect use of cuds as in the "Money and 
Barter" game* can only be done once since achievement of the learning objective 
destroys the mystique of the play. Die debriefing sessions become critical to the 
complete function of the activity. 

Board games may be used either as a review or introduction of broader concepts 
which can include a variety of related terms* The inclusion of additional terms 
tends to make board games a little more complicated and time consuming. Primary 
grade teachers can narrow the focus of a board game to prevent it from becoming too 
complicated for young children, as in the sample of "Our City" which has both a 
primary and intermediate elementary version* 

Activity games tend to have a specialised focus that may be either very broad 
or specific in nature. Siere are two major types of activity games; pussies and 
imagination exercises. 

Pussies require very specific learning skiJJj* and will prove most effective 
as a test or review of material already covered in class* Crossword pussies, hidden 
message pussies , and scramblers may prove to be a refre shing change from the tra- 
ditional test for both the teacher and pupil* ttey w normally utilised individually 
foi^iaaximum impact, imagination exercises are unstructured both in directions that 
are provided and outcomes expected of the learner. They are most valuable in helping 
students discover the decision-making process given a specified set of cognitive in- 
formation. Imagination exercises, such as "People is Space" or "Supply and Demand" 
may be used as an individual exercise for homework or classwerk. These exercises 
may also bfi utilised with flexibility in gtaap settings where interaction be- 

tween students is desired, or in large group settings where pupil teacher discussion 
is to be encouraged* 
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ADVANTAGES OF GAMES 

Games have many features that make them worthwhile learning tools. 

Games * particularly teacher— made or teacher-modified ©nes f can provide in* 
dividuali^ed formats to seat precise instructional needs* The board games provided 
in this text have an expressly designed feature called quiz cards* Teachers say 
place questions on these cards that cerae directly from their lesson plus* Students 
will review selected mater ±ml any time they land on this space. Since the quiz 
cards must contain the answer, the player to the right of the one landtag on the 
square must read the questions • 

Games are also enjoyable and exciting for students and will create a posi- 
tive attitude toward any subject matter. Teachers who frequently use games realize 
that they modify student responsiveness to more traditional teaching approaches. 
Games establish a relaxed atmosphere in which aU types of learning and discovery 
prosper. 

Well-designed learning games attempt to reflect realistic life situations 
in a manner that is more simplified and easier to grasp, Thi3 includes an emphasis 
on decision making even in the most structured of games. Educational theoriests 
have long praised the superiority of experiential learning and, in many cases, a 
good game or simulation is the only practical way to provide such experience in our 
mass audience f highly structured school settings* Children who play games wall be 
able to practice the decision mniHttg process both as individuals and, in some cases, 
in a group setting. Games also provide immediate feedback relative to the success 
of our decisions and encourage the exploration of alternatives* Tor this reason, 
games prove most effective with repeated exposures and debriefing. 

A major advantage to card and board games f in particular, is that they all 
have strong similarities and are not difficult to learn if pnpmri^ initiated* 
Games frequently share a similar objective, to gain points or make money. While a 
few games ia uhis teart^ suciuaa Missouri Resourbes* ismphasi^e cooperation, most 
games value competition and have a winner who earns his/her position. 

Host games are student-directed learning units which are played in small 
groups, usually two to eight players, within a thirty to sixty minute time frame. 
Hie length of play makes most games very adaptable to the typical time constraints 
established in the classroom. 

Games cultivate substantiai secondary skills, particulmrly in math and reading* 
Children experience counting money, adding or subtracting points, simple percentages 
and reading ag well as fallowing written instructions* 

Tem^ierm need to be aware of some of the problems associated with using 
learning games and to compensate for them in order to maximize the learning exper- 
ience. 

A major problem with games is that, while most children respond eagerly to 
gariing, some students will not enjoy games* Some students may be too shy, too 
hyperactive, too slow, laeJs imagination or skills, or «ven too intelligent to play 
a particular game. All children should be encouraged to participate but occasionally 
some accomodations may be necessary. The teacher can minimize disinterest by 
properly orienting students to play the game and by choosing games that, are both 
appropriate and challenging without becoming taxing or threatening to th# student. 

Sie simplistic nature of most games can become a disadvantage, particularly 
in work with very bright students. If children are bored by a game, then it is not 
sufficiently challenging to provide a learning experience* While the games in this 
text provide age and ability guides the teacher must use his or her professional 
judgment regarding the value of a game in a specific situation. 

Board games require the use of gin«n delicate pieces that are frequently 
lost or misused, tta materials presented in this book are reproduceable, reducing 
the corst of such losses* Teachers should closely monitor the use of gamee to prevent 
undue loss or destruction. 

tte fact that most games must be played in a small group setting limits their 
scope and utility* Inese limits are overcome if gaming is part of a vibrant 
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curriculum that includes numerous learaing techniques and materialg. 

Games are moat effective with eleBentary age children since older students 
may have preconceived notions about the appropriateness of a game, The games that 
provfj successful with older students must he sufficiently sophisticated without 
being too complicated* 

Games gg ji be time consuming in terms of the preparation needed to create the 
proper atmosphere, in developing the games and game pieces, and in actually playing 
the game, These ready-made games can reduce the time needed in preparing the game 
pieces, usually without sacrificing the individual character needed to suit specif io 
curriculum requirements, Educators oust decide if the motivational and learning 
value of a particular game is worth the eiaae tiAe consumed in its use and development, 

Some object to the fact that games are too structured and do not place enough 
emphasis on individual imagination. The structured nature of gases makes them a 
valuable learning tool but again they should be nixed with other tools that develop 
creativity , decision making and other important qualities, 

Games also place -significant emphasis on competitive behavior and winning 
which should not be ©v^r^mphasised since they can distract from the learning purpose 
of the game- Teachers avoid over-emphasising competitiveness by properly setting 
the mood in the preparation phase of the play and in the follow*up debriefing. 

There have been few attempts to systematically explore the learning potential 
of gaming » tore research must be done in this area of curriculum development. 

Some teachers may fear or mistrust games and these feelings ran only be over-* 
come through experimentation and use. In order to be effective * debriefing skills 
must be improved along with skills in working with small groups* The biggest threat 
to many teachers in using games is thm student*»di^ected nature of the activity* 
Bigid time schedules , immovable furniture, and unrealistic behavior expectations do 
not provide a good atmosphere for gaming or other experience-based learning techniques* 

GAMING IN THE QWB^CUUM 

Games are frequently designed for use with email groups Qf pupils, The games 
tfgaft be set up in two basic patterns, 

3he small group-large class set up allows the entire class to play a game at 
once. It has the advantage of easy preparation and provides a good atmosphere for 
debriefing. This pattern is most useful when the game is either acting as an intro- 
duction to a specified unit or as a review session, This game pattern also makes it 
possible to keep on a set time schedule and structure the lear ning situation, 

Ihe instructional center organization pattern takes advantage of the repeti- 
tive learning factor in gaming* Teachers may set up a series of learning stations 
throughout the classroom | one could emphasise gaming, another creative writing or 
artistic projects, and another research, Diese centers could be open during home- 
room, recess, lunch, study halls, before class, and daring class when students have 
completed a test or other elasswork early, This approach makes good use of otherwise 
dead time to promote or review instructional materials. Students must become famil- 
iar with the material in advance which requires some introductory group exploration 
in thm classroom* Teachers may even wish to permit students to cheek materials out 
over night or on weekends, Some teachers have used the Interest centers as a reward 
or incentive system for good behavior or excellence in class work. 

Whichever pattern is chosen, games can be an integral part of an effective 
learning experience. 
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#*rder to make the best use of games* it is important to follow a set pro- 
\f£v:Mc the students* 

' '^o:/3Cfy£af: Students need to have the objectives of games explained thoroughly, 
Ihm-j ssm^d tro understand that educational games are designed to be exciting learning 
t^bi ? and -it should be clear that students will be expected to answer questions about 
wiit gmm'- ^fter it is completed, Discuss the technical details about the use of games* 
^ t ^omkh& should be expected to handle the games with ©are by putting everything back 
neatly ^mrnn they are finished and keeping the interest center in order, Students need 
fcb when the games will be played and\ how much time is slotted. A teacher may 

•**s£ i o have a schedule of usage and a sign-up sheet available* 

Specific details about general expectation related to gamed playing should be 
>rmented to the class. All rules should be written out to reinforce the students 1 
Memories, 

S&UP z The teacher should begin a discussion of a specific game by explaining the 
ififejor objective of it <i*e, to get the most mosey* collect points, or make certain 
matches) , 

Next, display the game pieces and explain how they contribute to the play. If 
you are In a Mali groups large class set-up each group can look at the pieces as you 
discuss them* 

You should explain the learning objectives of each game and how it fits into 
current curriculum activities* 

Now the class will be ready for you to read the directions to the game* Each 
game that you prepare should have a copy of the directions included for the student's 
information * 

You may wish to answer student questions before the play begins* It is import- 
ant to keep the set-up phase brief, yet informative* 

TOE FLAY: Each game comes with a complete set of instructions, However* the games 
are designed to be flexible in order to suit specific needs and situations* Any 
variations should be carefully explained. Some situations may arise that reouire new 
or varied rules* It is best to allow students input into rule additions or changes* 

Most of the games have been designed to fit a twenty to sixty minutes time 
frame. The board games and many of the card games can be timed to fit particular 
scheduling needs since no ti^e reference has been established* 

Dflbr.iftflngj The educational benefits of any game aire enhanced by discussing the activ- 
ities of the play* The games include sample follow-up questions that should prove 
useful in debriefing, You may wish to go over the objectives of the play and then 
discuss them with the class to determine if the students understood those id^as from 
the play, Related terms and concepts have been listed to help the teacher plan the 
discussion and the use of games within the curriculum* 
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Designing a Board Game 
It is not difficult for a teacher to design a simple board game which will 
focus in on one specific learning area and serve either as a review of or introduction 
to that topic. 

The first step is to select a general theme from which sub^topios and concepts 
will be drawn (i,e, inflation, energy, budgetings etc.)* The theme must permeate the 
games play if learning is to be achieved* 

The teacher is now ready to decide the general goals of the play* Jhere are 
two traditional goals which are commonly used in learning games. The first goal is to 
obtain the most money or points during the play and thus be declared the winner, 
(Paperwork and Resources Dominoes involved stockpiling points- Tax and Economies 
have goals of obtaining the largest income to be declared the winner, ) 

The second general goal is to* complete some specified task, or be the closest 
to completing that task, in order to be declared the winner. 

In "Sucker 11 ! "Cover-up 11 , and "Nations" the player is trying to either match 
terras with examples or make specified sets or pairs of example relating to one term 
in order to be the winner, 

In "Energy" and "Missouri Resources" the player uses money to build up the 
local economy (or provide energy resources) in order t© win, 

"GNP" tests the players 1 understanding of the process of figuring the Gross 
National Product and of related terms, There is no dinner in the traditional sense. 

Once you have selected a theme wad decided the general goal of the play you 
are ready to sketch the game board. You may wish to use the traditional rectangular 
shaped board with five to seven spaces on the short side and ten to twelve on the long* 
Thm sides adjacent to each other should have the same number of squares, Boards may 
also be round, square, triangular, or otherwise varied in shape if that meets the 
needs of the activity. 

Now you are ready to begin filling in the squares with play instructions, 
One space, preferably a corner if the board is rectangular, should be set aside as 
the starting place for all players, 

Cards will enhance the play tremendously, Each set of cards should have a 
slightly different focus and should be limited to two or three sets per game (taxes 
provide an exception to the rule), Cards may* 

1, Quim students and reward them for their knowledge (Tax, Economics) - 

2* Increase or decrease income or points (Our City, Economies), 

3* Present opportunities which challenge the student or change the course 
of the play (Regulation, Economics, Energy), 

^f* Force the purchase of certain items to affect the play (Taxes, Our City), 

5, Provide news headlines which affect the play of the game (Energy, Missouri 
Resources)* 

Examples of each of these users of cards can be found in the gaming section - 
Four to eight spaces on the board should be set aside for each set of cards* Desig- 
nate a word or design to represent the specific set of cards. Each set of cards 
should contain from ten to twenty-* five cards each. It is advisable not to repeat a 
card more than once in the deck, 

The remaining squares can be filled in with by spaces which have universal 

appeal : 

1, Taxi stand * Hiis space provides a ride to any other space on the board 
for a set amount of money, 

2, Jail or City Hall * This space can inflict fines or result in the loss of 

a turn , 

3- Tax — This space inflicts a tax on the player, 

The other squares should relate to the general play and give specific diree* 
tions to the participants, A variety of examples have been provided to help in the 
design of the board and the content of cards and other materials* Often these objects 
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aan be easily adapted to original gamee developed by the teacher* > 

In designing a game try to simulate a realistic situation as much as possible* 
Realism is important to the value of the game as a learning tool, 
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Games % Macroeconomics 
Naoai Tax 

Grade Level: 4 to 8 

Objective : To familiariarize students with the various taxes used to pay for public 
goods and services* 

Related Terms and Concepts: Progressive tax, regressive tax, value-added tax, sales 

tax, income tax, excise tax, property tax, specialty 
taxes and income* 

Currency i $100| $500; $l,000f $5,0001 $10,000 and $50,000 

Goal of the Play i The winner is the o* a who has the most income left at the end of 

the game and has made all of the required purchases, 
Bie Play i Each student begins with $50,000 in cash, Boll the die and move the cor- 
rect number of spaces as shown on the grid* You MBBT stop at each of the 
eight end squares even if you do not have the exact roll, 
and follow the instructions on the game board. Each 
player must purchase the basic necessities (home, food, 
oar, and miscellaneous goods) and pay the required taxes. 
Thm rest of the spaces give the necessary directions for 
actions. 



Cards: 

lucky Card - Thlm gives special financial situations that may help you get through the 

year with some money left or may cost you soney. 
Question Cards - ttese cards ask questions. If the person landing on the space 

answers them correctly, there are rewards paid, The person to the 
right should read the questions aloud. 
gjax Cards - Siese cards provide information on taxes along with special problems and 
prospects for the player* 

Note* Dhie game only shows the t&x side of governmental activity. Follow up discus* 
sion should present the many services and goods provided by state, local and national 
governments. 




LUCKY CARDS: (TAX GAME) 



Receive tax rebate from 
state Income tax of $1,000, 


Pay legal fees of $500, 


Spend a turn at the 
hospital , 

i 
» 
i 

■ 

i 


Receive a gift from the 
mall. You do not have to 
stop and make a purchase. 


Double your charity contri- 
bution, 


Go back 3 spaces or pay 
$1,000. 


I 

j Won hog calling contest. 
Collect $500. 

i 

i 

! 
! 

i 


Buy 2 grocery 1 terra from 
Sam's grocery, 

* 


j 

J 

j Move ahead 4 spaces and 
; receive $500, 


1 

Pay moving expense of $100 j 
and pick a new house (pay j 
the difference if you | 

alppadv havft a hornp} 

a 1 I C C* U Jr (IS »e U j 1 W J | ^ / 

1 
i 

I 

i 


' - - * i 

! 

Win $3*000 in free food j 
coupons for use at Sam's j 
Grocery only, j 

1 

i 

• 

• 

■ 

f 


Receive $1,000 rebate 
from auto dealer. 


S ! 

f I 

won court case. Receive ; Go back to the rental 

fine refund of $1,000, j square and pick up a second 

(After legal fees) i surmier cottage. 

i 

i 

! 

• 

i 
t 

! 

1 — U 


You have won the ; 
Irish Sweepstakes- 

Collect $2,000 after [ 

taxes , ; 

I 
* 
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Receive tax rebate from 
State Income Tax of $l f 000. 


Receive a gift from the 
mall you do not have to 
stop and make a purchase # 


= ■ — — - — — — — - — , 

Win Hog Calling contest 
and collect $500 m 


Pay moving expanse of $100 
and pick a new house (pay 
the difference if you al- 
ready have a home ) m 


Win court case and reoeive 
fine refund of $1000 after 
legal fee's, 


Pay legal fees of $500 m 


Double your charity contri- 
bution m 


Buy 2 grocery items from 
Sam* s p 


Win 3p000 in Free Food 
coupons for use at Sam's 
Grocery only* 


Win the Irish Sweepstakes 
and collect $2,000 after 
taxes. 


Spend a rurn at the hosp- 
ital. 


Go back 3 spaces or pay 
$1,000* 


Go ahead k spaces and re- 
ceive $500, 


Receive $1 3 000 rebate from 
Auto Dealer. 


Go back to the rental 
square and pick up a sec- 
ond summer cottage* 
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PE8QGMER DRESS~$800 




FINGER NAIL FILES — $250 




LEATHER COAT — $700 




AUTOMATIC wn n , f f POCKT- 



SIZE FOOT 



WARZ^ 
$185 




lUth CENTURY CHINA BULL— 

$9 5 000 



OPERA GLASSES— $250 





HOUSE P 




—$50 



BASIC TRUNK«$I50 



LEATHER SHOES— $125 





DIAMOND RiNG — $5-000 



PURPLE MAN'S SHIRT—$50 





SUITCASE — $200 




50LB, BOX WHITLESS SAMPLER! 

$100 




COWHIDE H^Se-$100 




MINK STOLE— 
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CAMEL-- 9200 (WITHOUT SADDLE 




YOUR FEET— DR J BCLL $250 




LASSIE AND WAGON— $300 




1952 HENRY J — $700 



USED CHEVY YAN™$U s OGO 



HORNET— $5,000 






PURPLE CADILLILLYACK — 

$10,000 



HONDO VER ffipLE — $1 5 000 




1963-D0DGEUM TRUCK— $250 




MOTORIZED SURF B0ARD«$U20 




TOY-OF-OTTO HUNCHBACK-- 

3,900 




FIATZ 2000— $7 1 900 



I981 PORCHET— $15,000 





UNICYCLE—^L^^ $125 




BICYCLE FOR 




V.A.T. Tax 


V.A.T* Tax 


SALES TAX 


(a sales tax on each 
stage of production) 

of $100 is imposed on all 
items you buy in the 
future * 


(repeat) 

of $200 is imposed on 
all items you buy in 
the future • 


of n 0% is imposed on all 
future /purchases . 


SALES TAX 


EXCISE TAX 


SIN TAX 


of 55? is imposed on all 
future purchases* 


oif ^special luxuries must 
be paid on tires $100* 


on liquor and cigars 
cost you $200- 


Pay 

EMPLOYMENT TAX 


Pay 
SCHOOL TAX 


Pay 

PROPERTY TAX 


(on all workers in the 
family) 


OF $200* 


on your home of $100* 


of $100* 






Pay 

PERSONAL PROPERTY TAX 


Pay 
UTILITY TAX 


Pay 

UTILITY TAX 


(cars and furniture) 

of $50 per car and $150 
for furniture - 


OF $200 for telephone 
and electric use* 


of $500 for telephone 
and electric use* 


Pay 

GASOLINE TAX 


Pay 

WINDFALL PROFITS TAX 


Pay 
IMPORT DUTY 


of $500 if you own a gas 
driven vehiele 


OF $1000 on excessive 
income from all revenue* 


OF $100 on all goods 
you receive from now on* 
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Gpsoline is taxed by 


ijanis a progressive 


iimm a lex tnat acts 


iianif a non-proRi?ssive 


in a Saleg baA willCll 




uMf^h fif the folloW*- 


tax? 


like a user fee? 




poup pajs the largest 




ins: state* local , 


(Luxury or income tax) 


j (gasoline tax) 




1 ^A^'^Tf^yi ^l«Aii! 

poiLion qi Lneif 




federal 


$100 


(sales, property. 


income in tax: rich, 




(both sta-;e and local 














iinn 


lit 1 1 1 tv AY^i" ^£ ) 
U.yJLilwj5 SAL- 1^3 5/ 






1500 


















$200 


(poor-regressive' tax) 

1 " food 




What l" q "fi finl i nl 
miay is iiaLai ^uiiyj 


gyEL± fiswai ruiiwj 


What 1 ^ an ^vM^ 


Whkt is a ^in tax^ 

Til lab ±3 a QJ=i± uaAi 


What. 1^-1 iifnirrPg^iv^ 

1 rfiluu id kA plyp,i 








U9A1 




taY 9 

[ yaA* - £ 






nn 

$JJJy 




\ USA UU iAtUIIyl j 










ftsv nn '"liiYiinr" 








Cjylco/ 


- 


4y^n*3 aa jcndij 


n fill ant 1 vi t- 1 P5 1 


larA?pf BGFtifiTi of 

Aft! gtl M«A vAw44 VA 








atiu tiiicb/ 




ifif*nrtip T^i 5 n^ifl tnr 










Si nn 


riiATii^'P innn?n? frrntii^^] 








$100 




$100 ' 




What l'e fif*rt?^§i rtil 

nflay i§ jjrypjbiuiun 


mlay UU53 a wailc! 


lile iai r&q « 5UUA wc Ui 


ili5 iii&^Qy gyui yi 


1 i 

A iiC AE1A g^uU □ Ul v t 




13? 


curve explain? 


local income! 


state income is? | 


of Federal Income is? 




f § 1 UU tfi 1 ITfH t 


i^hfiy^ that in^T^a^iflf 


fnrQDiftv tax) 


(salts tax) 


(personal incoroe tax) 






tav ffitp^ psn 1 ny^t 1 

MaA 1 SuC3 Wall lUHCi 






teoo 




the tax revolt) 


tax revenue) 


$200 


$200 


I 


. $200 


$500 
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jl Q ully UiGi £JAJh/vi ^ 


Social Sgeuritv Tax 


Whn iiav^ th# Social 


Boi3 Hntpl-Motal Tax 


What kihfl^ nf ufrrk^r? 






distributed bs^ed 




ant lik^ a Ral^^ ^a^? 


s^s SYetTht frnfR 

Qi G C AGlilU u 11 Uili 






nn np^d'' 
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Simulations 

Simulations are beneficial learning tools that allow students to experience 
realistic situations in a convenient classroom setting. There are two types of simu- 
lations: role playing and the standard simulation. 

Role playing is a completely open and spontaneous learning situation in which 
the student is given only general Instructions concerning his or her role and a back- 
ground setting. Several students participate in the role play with a similar set of 
instructions* Typically a role playing experience gives little or no information about 
the actions of other participants, The goal of role playing is to observe the reac- 
tions of students in a situation under which they have wide controls uver the action, 
and are influenced more by the deeds of peers in the performance than by specific 
directions, which are usually confined to small index cards* Hole playing does not 
usually have much of an introduction, since that might influence the outcome unduly, 
The debriefing becomes vital to the success of the role playing situations, but the 
unstructured nature of the activity makes it difficult to provide more than a general 
suggestion for questions, The debriefing is highly individualized to the specific 
setting and situation under which it develops, Teachers must practice and experiment 
with role playing since no two experiences will have identical outcomes, Bierole 
playing situations in this text provide some parameters for play and should aid in 
teacher preparation. 

The standard simulation is more structured than role playing situations with 
the setting and backgrounds. more expressly defined, Student roles are confined to 
specific personality characteristics within particular guidlines, ^e siirnlation 
is much more flexible than a game with outcomes determined by a combination of factors 
including role assignment, personalities, individual interpretation of a situation, 
teacher direction and interference, and student attitudes, 

Simulations place primary emphasis on oral skills and decision making. Some 
of the simulations also require the use of written, artistic, mathematical and 
reading skills. 

An effective simulation reflects realistic experiences, but attempts to 
sharpen the focus to specific terms, concepts, or ideas through its structure and 
direction, Thm simulation may have paraphernalia (dice, maps, cards, money, etc), 
but they are usually designed to enhance the simulation or make it more realistic 
and are frequently not vital to the activity, 

The simulation has many positive attributes as a learning experience, It 
presents real, rather than vicarious learning to the students which should reduce 
dislearning, All ages find the simulation experience exciting and enjoyable if they 
are appropriate to the groups 1 interest and ability, The simulations in this text 
are complete and like most simulations require almost no expense to duplicate. 

Simulations mil accommodate wide variations in student ability and can be 
redesigned for a specific objective or grade level student. 

Simulations involve students in an experience-oriented discovery approach to 
basic decision making that is both realistic and open to individual needs and cre- 
ativity, Discipline problems are minimized during a good simulation and usually 
carry over to other learning experiences which follow. Simulations place the em- 
phasis on decision making within a group set, as opposed to competition and winning, 

There are some problems which the teacher should be prepared for when using a 
simulation. The emphasis on oral skills can cause some students to avoid partici- 
pating in the action while others dominate the play. The teacher can reduce this 
effect by a careful selection and guidance process that balances student involvement . 
Student skills might be matched to specific situations although it is a good idea to 
vary student roles in order to broaden the individual's exposure to varied exper- 
iences. 

Simulations are less teacher directed and more unstructured than many learning 
activities, requiring more preparation in debriefing to maximize the potential of 
simulations. 

Simulations have a drawback in that, unlike games, they must take up class 
time since they require large group participations, This means that teachers must be 

2o 
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careful when selecting simulation experiences* Simulations are rarely individualized 
to meet personal needs, but the group interaction involved is an important part of 
the aggregate experience of all people. 

Simulation Procedures 

Most simulations have a short group orientation that sets the background in 
which all decisions will be made* A variety of roles, often different in function* 
require some small group or individual orientation sessions* Thmm& should be planned 
to minimize the distractions they cause, Clear written instructions can prevent long, 
oral sessions that place the bulk of the class in a holding pattern with nothing to do. 

The simulations vary relative to the structure t but most contain timed rounds 
with specific instructions for each round. 

Each simulation or role playing suggestion contains several questions for the 
debriefing session that should follow each simulation. With a little work in pro- 
viding the proper advanced preparations and followup activities blended to create the 
right atmosphere for a simulation, they will prove to be an exhilaratijag learning 
experience for everyone, 
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Simulation: International Economic Issues 

Name; You've Got the Power I 

Concept : World Poverty 

Grades i Nine to University Level 

Objectives: To help students recognise some of the major causes of international 
scale poverty including i 
1, Rapid population growth 

2- Lack of productivity and industrialisation 

3* Laok of skilled labor and poor educational opportunities 

h m Income inequf^iity 

5* Increased spending on non-productive military hardware 
Related Terms and Concepts t Decision-making, wealth, and economic goals 

This simulation requires an overhead projector* The instructor say wish to 
transcribe the script on tape, particularly if you plan to use it more than once. * 

Phase I* Selecting and Rating jSconomic Goals 
First divide the class into national groups, Each group will be given a 
nation's card with actual vital statistics* In this phase students will prioritise 
the goals for their nation. Each group should select a president and recorder. 
Instructor Reading #1 

International Survival: The Developing Nations 

You are the leaders of a developing or underdeveloped nation of the world, 
Your goal is to improve the standard of living of your people, and thus promote polit- 
ical and economic stability* 

You have five alternatives which you must rate from the most important to the 
least important goal. Place these priorities on Sheet #1. Your goals are: 
Promote Economic Growth 

This means your people will have to make some sacrifices (such as using less 
energy for personal needs, saving, increasing productivity, etc-)* It also means 
finding outside funding which will not be as available in a nation with a history of 
political instability, 
Political Stability 

Political Stability must be maintained to prevent military takeovers (so common 
in the past), and both internal and external agitation, It requires using more funds 
for the military that could have been used for economic growth, It also requires pro- 
moting democratic decision^making which may impede the implementation of other import- 
ant programs* 
Redu c ing Popu la t ion S ±m e 

Population reduction programs are not popular because of religious and tradi- 
tional attitudes, but current rates of growth are destroying most small economic gains 
you as a nation have made since the 19^0s, 
Educational Advancement 

New and improved educational and medical facilties will promote growth in the 
long run but slow down short run progress, Medical improvements also cause the popu- 
lation growth rate to increase. An educated populace is vital if you are to have the 
doctors, lawyers, teachers, and engineers to develop further. 
Income Redistribution 

More even distribution of income and wealth is also important, You t like other 
third and fourth world nations* have extreme inequalities of wealth. On an average 3% 
of your people own ^0% of the wealth. The wealth of your nation must be more evenly 
distributed, 

Now discuss and rate these, Give your highest a 5t then 4, 3 t 2, and 1 for the 
least important goal* The recorder should mark sheet #1 with your responses* 

Keeping is mind your goals, you must make decisions that will further those 
goals*-your success or failure will decide whether you will continue to rule or not, 
If your scores fall below ONE a coup will take place and the remainder of the group 
will select a new leader. 

**Vital statistics for the nine nations listed on page 6^ should come from a current 
almanac and include GNP, literacy, MEUlation, exports, life expectancy, etc* 

- * ■ y ■ / • ... . ■ 9^ - ■- : -- ■ - : 
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Phase II: Deoision^Making 

(Read to Glass) Each group will now >*e faced with a series of five problems 
which must be solved, keeping the group "& original goals in mind* The readings will 
provide all necessary instructions* 

After each situation is read you say expose the upper portion of the proper 
overhead, When the decisions have been made and record ed f then you may expose the 
schedule. Allow a few minutes for the mathematics, then determine if the nation 
retains its leaders- Remember all scores are cumulative (e*g. if you have a -6 
in Hound 1 carry that over to Round 2-) 

Situation #1 involves the purchase of military hardware* 

The United States is offering you 1.5 billion dollars worth of military equips 
sent t requested by the former governments Your relations with your neighbors have 
not been good and political extremists, both right and left, have control of much of 
the countryside. Your army is underequipped and some replacements are needed* You 
have up to 20 years to pay this bill at no interest. You also need to decide whether 
or not to increase military spending in general* Your choices ares 

1. Purchase the equipment and increase military spending by X0% with no 
change in military sue 

2. Purchase one^half of the equipment over a 20 year period 

J. Reduce the purchase to one— fourth and cut military spend ing by 10^ 

Make only vital purchases of parts and reduce the size of your military by 
20^ 

Before making a decision listen to what some of the citizens have to say, 

ArtgyMj en eral : "Our army must have this equipments-national survival demands 

it, with armies crowding our border ready to strike and terrorists bombing, shooting * 

and kidnapping citizens for their own gains on a daily basis. Without this minimal 

support no guarantees can be^made." 

Religious Leader s n We cannot afford such excesses* toe* third of our people are 

starving while another one— third are badly undernourished and have poor medical facil* 

ities* These are the cause of our internal political problems™soive those and you 

won* t need the guns*" 

Educator^ i ,! I am opposed to an increase In the size of the army— — the draft has 

reduced university attendance dramatically* Those bright young people are our future 

hope*' 1 

Now make your decision* 
Instructor: Uncover the scores once all groups have made a choice* 

Now that you have made your decision take handout #2 and place the goal numbers 
(1 through 5) in the correct circles* Then check the selection you made on the issues 
and put the numbers in that column* (Show an example.) 

If you decided that growth was most important (#5)* then stability 4, population 
reduction 3* improved education 2 f and income redistribution 1 , and you also selected 
choice #1, then your sheet should look like this (show overhead MX) your total score 
would be -3 for the first round. 

Follow the same procedures for the other four situations* 

Situation #Z involves the problem of population growth* 

Note* Place appropriate overhead covering scores* 

In your country live births per 1000 wom*n are four times that of developed 
nations! and even with a shorter life expectancy, your population is doubling every 
decade (and may be worse in the 80s if trends continue.) 

Something oust be done to prevent this dramatic increase in population* These 
are your options i 

1* Educate people concerning the problem 

2. Provide education and free birth control technology 

3* Provide subsidies to families with two children if they will not have any 
more kids* 

Tax families for each child in excess of two 
5* Free abortion-birth control clinics ? incentives for sterilization in 
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families with more than two kids. 

6, Enforced birth controls with no couples allowed more than two pregnancies* 
This includes forced sterilization, penalties, severe fines, and public 
condemnation for refusal to participate in the program- 
Before making your decision, listen to what these citizens have to say. 

Medical Doctor: "We have already passed the critical point. If this nation is 
ever to develop, we must take temporary emergency measures to cut our birth rate dra- 
matically* One^third of our people are near starvation with thousands dying each 
year. We just cannot feed the increase and aid only postpones the problem." 

Religious Leader : ir We certainly have an w^iigation to inform our people about 
the population - ^ problem. They are ^intelligent , religious people who will take steps to 
control family size naturally. Any proposal beyond this is tantamount to murder and 
will be opposed by all moral men and women. Spend that money to feed the poor and en- 
courage the rich to share." 

Economist: "Using taxes and subsidies should be enough to discourage overpopu- 
lation r*"HotKS5g should be done that Imposes on the freedom of the individual. " 

Now decide. (Keep schedule covered up until the decision is made) 
Situation #3 involves foreign investment in your nation. 

Several major UVS, corporations want to open four plants in your nation with 50^ 
control by the corporation, You will be expected to provide land sites and 50% of the 
funding for which the government will receive one* half the profits* ©lis will reduce 
unemployment by 23% and create a higher standard of living in your nation. These are 
your options " 

1, Hake the deal 

2, Hake the deal but ask for 60^ of the profit 

3, Give money to national business 
Build state-run plants 

5. Do nothing 
Before deciding listen to these citizens* 

Industrialist : "We are opposed to this plan, The government pays to© much of 
the cost while receiving too small a share of the pi o fit* It's not right for our 
people to work to put money into the pockets of American fat cats — give us the dollars 
and we will build smaller industries, but it will all be home owned," 

American Business % "This is a good deal for you. We are taking a big risk. 
Many of the backers of this plan will not stand for any modifications, " 

Now make your decision. 
Situation involves education facilities . 

The minister of Education has submitted a plan to upgrade your educational 
system using funds set aside for economic growth. Additions will be made to your one 
medical school and a new one will be built to serve the southwestern sector of the 
nation, Two new universities will be built and others expanded if the full plan is 
implemented. Your options ares 

1. Build the new facilities 

2. Improve facilities at one medical school and one university 

3. Upgrade current state universities and the medical school 
k 9 Make no changes 

5, Cut expenditures for these facilities and use the funds for industrial 
expansion. 

This is what some prominent citizens have to say about your possible decisions. 
S Minister of Education I "The future is our young people. Industrial growth, 

better 'schools, better hespitals«all depend upon educated people to build and run them. 
A small investment now will bring big dividends in the future," 

Industrialist : "Certainly these expenditures will stimulate growth in 20 to 
23 years, but the crisis is now. That same money could be used to build factories 
that could be producing in l8 months and provide thousands of jobs. Leave the future 
to our children! let's straighten out the present first." 

Kftk* your decisions. 
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Situations ^ #5 involves decisions about income distribution in ^our nation, 
' * T Yx^^re percent of the people in your nation control 95% of the wealth (Im^ad, 
capital* mzid other natural resources)* Even though 80 to 90% of your people farfii, 
less tharxL h% own their own farm* ©lis is a major cause for political unrest . These 
are your options - 

1* Aid small farmers with low interest loans. 

2» Raise inheritance tax on land which will free one to three percent of 

the land per decade, 
3^ Heduce total acreage to 100,000 that one person may own. The former 

owner will receive fair compensation. 

Heduce total acreage to 25,000 that one may own with reduced compensation, 
5„ Reduce total acreage to 1000 maximum that one may own with no eojspes.sation, 
Divide the land among the poor. 
This ii ^raat some prominent citizens have to say, 

Coilega Student s lf You are worried about riots in the universities terrorists 
in the c^Smtryside f kidnappings, etc, 15iey wouldn't exist if poverty were eli^ni^ 
natid«dr*astic measures should be taken now. Those fat cats deserve no aompensation. 
Their fafcliars have stolen from us for centuries, . de land, at least, should b>* taken 
and givet^ to the workers, the people* !I 

Lawyer * The problem is certainly critical, We must not violate the ri^ghts of 
some to j^rotect or improve life for others, I would support any measure that -would 
supply faJr compensation to those who are asked to sacrifice*" 

downer : "Hake loans available to the poor, Most of our farmers are will- 
ing to s^ll our land for a fair profit, but force will not be tolerated," 
make your final decision* 

j Phase III* Wrap-up 

It is advisable to discuss the simulation, You should cover some of the basic 
problems of poor nations, 
Discuisi^j^ Questional 

1* What jt-^ the causes of world poverty other than those covered by the simulation? 
2. tot Are some international solutions^ 

J, Do ye«a expect things to get better, worse 5 or stay the same? 



Note; toa Schedule Goals are designed to fit realistic situations. The team* m 

r«/fcing of goal will either lessen or strengthen the Mpace of raori extr^^me 
claoices. For example * if you selected choice #6 on Situation 2 and Stability 
was an important goal you would be hurt by that choice. The first and 
lstst choices tent to be more extreme opposites and will impact based upon 
tr^e total goals choices. 
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Sample 



Decision 1= Military Har dware 

X 



0 

Economic G^^owth 

O 

Stability 

O 

Population 

© 

Education 

O 



-a 



-i 



Redistribute ion 



Decision (Circle one) 12 3^ 



-10 



12 



-if 



-1 



-3 (Total) 



Handout 1 

FACT SHSIT 

WORLD POPULATIONS The world had its fi=rst billion people in 1800* It ^tookiaj years 
to add another billion, The third b illusion was added 50 years later by 55j and the 
fourth billion in 1975* It is estimate^d. that one billion mora will iahsrbit the earth 
by 1983- 

Poerer countries 1 

a) Lack productive resources, partioul^arly those of a high taehnology ^salibre (i.e** 
skilled Labor* advanced traetors^ aiodarn steel mills f etc.) 

b) Have a low median age, which means tthera are more people under iS w &?. q add little 
to national output. 

c) Have high birth rates but lowered d^eath rates due to modern raedicin^^ - 

d) Show an annual growth rata of *8% less on average, 

e) Have 80 to 909^ of the population en jfgg aged in marginally productive f^t^mlug* 



GOALS t 

O 

o 
o 
o 
o 



Economic Growth * requires aome ^saerif ice in consumer goods now* Hay need 
outside help as well. 

Political Stability * requires sttrong military but should be cou^piad with 
increased democratic government ^mud reform efforts* 

Population Reduction - In order 'Ifeo enhance economic growth you idl^s* bring down 
population growth rate* 

Improved JBducational §M_H3&1G2l1 _ Facilities * Long run, econodio well-being 
dependsnipoii doctors, lasers ~, tMaohirs, and engineers # 

Income Redistribution - Boot ef £ art must be made to reduce income- and wealth 
inequality* 

Decide the importance of these goals by placing 5 by the most imgpoz*tant down to 
1 in the least appropriate eircl^^* 
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Educatio^a 




Beeisio^a Is Military Hardware 
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Decisi^Ma II* Population Control Board 
Eeonomi^^ Growth 



Popular &,on 
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Redist**iaLbution 

P*gi.glffirr» C circle one) 1 2 3 4 5 6 
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Decision IZIi New Foreign FiL 
X 

Economic Growth 

X 

Stability 

X 

Population 

X 
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X 
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Decision Vi Redistribution Prog^rms 

O « □ - 

Eeosomie Growth 

O « □ - 

Stability 

o * □ - 

Population 

O • □ - 

Education 

O » n - 

Redistribution ~ — 
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Situation 1 Optional 

1. Purchase 1.3 billion in arms, tncreas^ spending 1035 

2* Purchase 750 million ia ao change in military size 

3* Purchase <}4) 375 million mnsSj out spending 109f 

'f. Hake only vital replacement pat*diases=^ reduc© ara*f 209^ 

Schedule Goals ■ Purchaae Purc&mge Pur chiMie Only Vital Need 

all Qn©*=half one- fourth 



Economic Growth 


-2 


-1 


0 


+2 


Stability 


*3 


+1 


-1 


-3 


Population Reduction 


0 


0 


0 


0 


Education 


-2 


-1 




+2 


Income Redistribution 


-1 


-1 


0 


0 



Situation 2 Options s 

1. Educate -« populace about the p^pylati^n problem 

2. Education and free birth control te gnwi oloCT 

3. Subsidies to families with cttly tab k^ds 
k+ Tmx on families with more than tw ki^3e 

5* Free abortion ud birth central taehs^logy, incentives for sterilization 

6. Enforced birth control 



Schedule Goals 
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2 
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Q ■ 
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+3 


+** 
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Stability 


-1 


0 


0 


-1 ' 


-2 


-3 


Population Reduction 


-3 


-1 


-1 


41 


+2 


+4 


Education 


+3 


*2 


+1 


6 


-3 


-3 


Redistribution 


+a 


+1 


0 


0 


-1 
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Situation 3 Options i 

h Hake the deal with the U.S. businesses 

2. Make the deal with your nation getting &^<D% of the profit 

3. Oi^e the money to national businesses 

k t tTse the raone^ and build state^owned/rum ^ ^businesses 
5# Do nothing 



Schedule Goals 
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+1 


+1 
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-1 


-1 


Redistribution 
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+1 




-3 


-4 



Situation k Options: 

1, Build the new facilities 

2. Improve facilities at one medical school and one university 
3* Upgrade current buildings 

Hake no changes 
5. Cut educational funds and use to build &^^w plants 



Schedule Goals 
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+2 


+1 


0 


-3 


Redistribution 
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0 


0 


-1 
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Situation 5 Options: 

1* Aid small f armer with low interest loans 
2* Inheritance tax inereas© 

3. Fair compensation, maximum farm size 100,000 acres 
k m Partial compensation, mmoamam farm sise 25, OCX) acres 



5« No compensation, naximuni 


farm 


size 


1,000 


acres 
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Tkm OF NATIONAL DECISIONS 



BRAZIL GAMEBOON CHAD DJIBOUTI 2SYPT HAITI INDIA INDONESIA MALAYSIA 
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PQPOLATXQN 
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NEW 
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LAND 
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